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Hello, and welcome Id another issue of CDU. 

infotmalive articles for your enjoyment. These atticles 
have been re-produced simply because we have had 
lileraNy hundreds of letters asking for them to be re- 
published. As we function (o be both a platform for 
readers to haue their offerings seen by a, and also to help 
further the education of using your C64, we have had to 
comply to the requests. The first is one many of you will 
recognise immeadially "Exploring the 1541," The second 
will only be recognised by readers of "The Your 
Commodore Serious Users Guide." I hope the 
information in these articles are of great benefit to you all. 
Please enjoy the disk, and don't forget, This issue is 
special double-sided disk. 
That just about sums it all up. Hope you enjoy the issue. 



DISK INSTRUCTIONS 



Although we do everything possible to ensure that CDt, 
is compatible with all C64 and C126 computers, om 
point we must make clear is this. The use of 'Fas 
Loaders', 'Cartridges' or alternative operating system 
such as 'Dolphin DOS', may not guarantee that your disi 
will function properly. If you experience problems a™ 
you have one of the above, then we suggest you disabli 
them and use the computer under normal, standan 
conditions. Getting the programs up and running shouli 
not present you with any difficulties, simply put your disl. 
in the drive and enter the command. 

LOAD"MENU'',8,l 

Once the disk menu has loaded you will be able to start 
any c)f the programs simply by selecting the desired one 
from the list. It is possible for some programs to alter the 
computers memory so that you will not be able to LOAD 
programs from the menu correctly until you reset the 
machine. We therefore suggest that you turn your 
computer off and then on a^ain, before loading each 



DISK FAILURE 



If fof any reason the disk with your copy of CDU will not 
work on your system then please carefully re-read the 
operating instructions in the magazine. If you still 
experience problems then: 




HOW TO COPY CDU FILES 



You are welcome to make as many of your own copies of 
CDU programs as you want, as long as you do not pass 
them on to other people, or worse, sell them for profit. 
For people who want to make legitimate copies, we have 
provided a very simple machine code file copier. To use 



After eight weeks a replacement disk can be supplied 
from STANLEY PRECISION DATA SYSTEMS LTD for a 
service charge of £1.00. Return the faulty disk with a 
cheque or postal order made out to STANLEY PRECISION 
DATA SYSTEMS LTD and clearly state the issue of CDU 
that you require. No documentation will be supplied. 

Please use appropriate packaging, cardboard stiffener at 
least, when returning disk. Do not send back your 
magazine, only the disk please. 

NOTE: Do not send your disks back 10 the above address 
if its a program that does not appear to work. Only if the 
DISK is faulty. Program faults should be sent to: BUG 
FINDERS, CDU, Alphavite Publications Ltd, Unit 20, 
Potters Lane, Kiln Farm, Milton Keynes, MKll 3HF. 
Thank you. 



ON THE DISK- 



EUROPEAN 



A C64 language tutorial for all those wishing to learn another tongue - MARK SKINGIE 



In DECEMBER 1990, CDU gave us a language tutorial 
program for all the CI 28 users amongst us, namely, U.S. 
The German Program. EUROPEAN is my contribution to 
all the C64 users out there in micro land. 

1992 AND ALL THAT 

With 1992 quickly approaching, emphasis is being 
placed on learning a second or third language. Learning 
a language is much easier if at first you learn how to read 
or \yrite 11, once you have learned the phrases you can 
then proceed to learn the correct pronunciation without 
the difficulty in remenibenng the words you wish to say! 
European offers invaluable help with the first step, and 
much more, I have written this article in such a way so as 
to 'talk' you through the pnDgrams many facilities, so load 
in EUROPEAN by selecting it from the CDU Menu or 
type I.OAD"EUROPEAN'',8,1. When the title screen 
appears, preH the SPACEBAR to continue the loading 
process. When the program has finished loading press 
RETURN. 



select 'LOAD FILE' it will ask for the language prefix, (as 
you have not selected which language you will be 
working with), type in 'GER' in capitals and press return, 
the program will now consider that you will be using 
GERMAN files until you change this. Select 'LOAD FILE' 
and type 'INTRO'. The GERMAN vocabulary In this file 
will now load in. 

Go back to the main menu and select 'Vocabulary' 
followed by 'Amend Data'. In this case a horizontal 
selector bar is used. 'Fl' will move left, 'F3' right, 'F5' 
abort [back to menu) and 'F7' .select. Over the 'NEXT' 
option, shift+'F7' can be used to step through the 
--abulary data backwards. You c ... 



THE PROGRAM 
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id the data select the 'REPLACE' oplioi 
changing the data in one of the two windows just press 
return when the cursor is in the lop left of the appropriate 
window. Although the new text you type overwrites the 
text in the window it doesn't keep the old data in 
memory therefore it will only keep in memory what you 
type. Using the 'NEXT' function you can examine the 
contents of aflle. 

Go back to the VOCABULARY menu (press F5I, select 
'ADD DATA', this will add vocabulary data onto the end 
of the vocab in memory. To abort this option you can just 
pre.ss return. You can use the special foreign characters 
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appropriate keys (See 
? 1), the LC10 

of printing these 




been saved lo disk. 



-ON THE DISK 




I h and type in 'HELLO' again, this 
hecks all [he vocabulary files on 
d 5,k the matches will now include 
CjUTEN TAG' and 'BONJOUR', the 

language is indicated in each case. 

Once aga n when the border turns red 

eirch eiables you to choose which 

files a e t J be checked. 

Select PHRASE BOOK from the main 

menu, this is used to print out 

vocabulary Print all will printout all the 

vocabulary whereas Print some allows 

you to select which vocabulary item? to 

lout (use same keys as in Amend 

■The HELP files included, accessible 

EUROPEAN, include this Infomiation 

efer terms. To prinlcul the help files, 

1 "EUROPEAN PRINTER",8,1 



The following is a quick reference guide 

the commands in EUROPEAN. 

F ector bar up/loll 

0( lor hsr down/right 



DATA 

When you 'iele h 

you wdl be asked wh h anguagi 

you wish to sea h ee anguage and hi 

type in the sea h da a e w now us ng fu 

wildcard search g d pay any da a wh h n udes he 

'I'- When the program has found a match, press any key 

to continue the search. 

The last option on 

it and then 'Langu, 

into alphanumei 

priority over Uppercase]. You can check thi 

by returning to the amend facility to 

examine the data. 

Go back to the main menu, selec 

'VOCAB FILES' and then 'UPDATE FILE' 

ihis will ypdate the current file on disk. 

The save option is to save a new file, 

the same file under a different name or 

.o backup a file onto another disk. Any 



VOCABULARY 

this option to 



disk e 



■s during a 



k operation will be reported 
top of the screen, use the infori 
along with your disk manual to locate 
the problem. We now move on to the 
most important part of the program, the 
VOCABULARY TEST You can select thi^ 
from the main menu. You now need to 
select either a RANDOM TEST (20 random 
questions) or a SEQUENTIAL TEST (A 
questions in order). Now choose ihi 






que^ 



I. you 



expected to write the equivalent in the other language. 
The current score will be noted by 'NUMBER' The final 
score will be given at the end of the test. 
Select the 'DICTIONARY', accessible by the main menu. 
Now select LOCAL, type in 'HELLO', you will now be 
given the corresponding word in German (Guten Tag). 
The local search only checks through the memory. Try 




-ON THE DISK 



SEARCH . Firsl select which language you 
search. Then input the 'search text' all occur 
this will be listed. The routine uses FULL 
searching. 



for easy reference. 

It is designed to work in conjunction with the STAR LC 

10 printer. However il should work correctly with other 



/ildc^ 



SORT DATA - Use this to sort the data into 
alphanumerical order. Select the language to sort by then 
leave the program to do the rest. NOTE, lowercase has 
priority over uppercase 
characters. 

VOCAB FILES 

See 'VOCAB FILES' 
independent helpfile, 

VOCAB TEST 

RANDOM TEST - Select 
the language you wish 
the 'questions' to be in. 
You v^ill now be asked 
twenty randon 

cjueslions from the fill 
The CI 



SEQUENTIAL TEST 
(SEE RANDOM TEST) 
this case though yi 



DICTIONARY 



LOCAL SEARCH ■ Use this to enter a word in one 
language and receive the corresponding word in the 
other. Local search only searches the data in memory. 

GLOBAL SEARCH - Searches every tile in every language 

SELECTIVE SEARCH - Use this function to choose the 
files to search. If you know which file the word appears 

NB. The DICTIGNARV function will NOT affect data in 
memory. 



PRINT SOME - This will cycle through the vocabulary 
widi you choosing which items to prim. Use F1 F3 and 
F7 to select. Press F5 to abort. 



LANGUAGE 

SELECT - Use this 
function to declare the 
languages you will be 
worlting with. 
LANGUACEI will 
generally be English, 
LANGUACE2 will be 
the language you will 

FILE PREFIX - Use this 
to identify the disk files 
by language. The prefix 
■" made up of three 
aracters and is 
integrated into the file 



'CER' for German files. 
■ERE' for French files. 
'SPA' for Spanish files 

DIRECTOHV - Use this 
vocabulary files which 



LOAD FILE - Use this 
option to load in vocabulary data from disk. If you have 
not selected a a file prefix you will be asked to do this 



UPDATE FILE - Only use this function when during the 
current session of EUROPEAN use you have either 
loaded or saved data. It is used to re-save a file after it 
has been updated. 




PHRASE BOOK 



SAVE FILE - Use this file to save new data or re-save a file 
under a different name. You could also use this function 
to backup files. 

DISK ERRORS - During disk operation any error which 
arises will be reported at the top of the screen. Use this 
inlotmation along with your disk manual for further 
information. 
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SOFTWARE 



GAMES SPECIALS! 
SOFTWARE OFFER 
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SOFTWARE 



WARRIOR ■ Life ir deep space is never 
running smooth, JusI when you think all is peaceable and nice, 
you have to set iorth and defend yojr plariEl against the 
dreaded Ciai. You must stop him from destroying the lilepod 




ICC coral? No? Well let me LIBERTE - Here you are, silting in your hut in the POW 

ind not for the fainthearted to camp. You've been there for far loo long. A hundred times you 

fainthearted are you, so off to have gone over your plan, surely nothing can go wrong. The 

RtaR, but watch out for the nasty lime as come for you to put your plans into action and escape, 

most unpredictable of places - It wonl be easy though, for a start there are the patrols to avoid, 

the ready, you're sure to be a then there is the small matter of the (Gestapo HQ to blow up not 

ually?LANCE - The island of Brittanla has been to mention the rendezvous with the ships Captain. Believe me, I 

lounged into the darit ages. The evil witch Morgana has stolen don't envy you in your task. 



Please send tne Copies Disk No. 1 @ £5.95 each Copies Disk No. 2 @ £5.95 eacli 

Copies Disk No. 3 @ £5,95 each Copies Disk No. 4 @ £5.95 each 

Copies Disk No. 5 @ £5.95 each Copies Disk No. 6 @ £5.95 each 

I enclose a cheque/postal order for 

(Made payable to ALPHAVITE PUBLICATIONS LTD.) 

NAME 

ADDRESS 



Postcode 

Send to; ALPHAVITE PUBLICATIONS Ltd; CDU Software Offer, 20 Potters Lane, Kiln Farm, 
Milton Keynes, MK11 3HR 



ADVEIMTURING- 




If you h^ve to have a mistress - who better than ELVIRA 
- JF If i had been told a year ago ihat a team 
engaged in the reproduction of Ihat great Arnica g- 
"ELVIRA - MISTRESS OF THE DARK", for use on the 
comparatively humble 8-bit Commodore 64, I would 
have told them (hat Ihey weie out of their minds and I 
would have been left wondering how anybody could 
do such a thing. Last week a package arrived - the C64 
conversion of "Elvira" - and now I am left wondering 
how somebody DID do such a thing. For those of you 
that are unfamiliar with the plot, I shall attempt to 
explain briefly the background to this eiccellent fantasy 
game and how thr ■ ' 

followed by my op 

stunning recreation. To coincide with this review, FLAIR 
SOFTWARE LTD and ALPHAVITE PUBLICATIONS have 
joined forces to bring you an exclusive PLAYABLE DEMO 
which you will find on the reverse side of this months 
disk. INTO THE CASTLE- The game takes place at 



Jnd, Emeidd had a 
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-ADVENTURING 




The 



when Emelda found the 
old family 5Word! Sad 
isn't it, but Emelda also 
died a few years later, 
ins for 
ing (and stopping] 

hidden somewhere in 

Kililiragant Caslle, in an 
old chest- The only 





some chest, and it laltes six keys to unlock. These were 
given to Emelda's pals so that they could hang on to them 
and come back with her frir the second attempt at living. 
This gang of dead geeks still haunt the place and beastles 
adorn the castle by the coach load. In trying lo 
redecorate the castle, your lady friend has upset the 
memories and awoken the dead. The six keys to the 
chest, and the chest itself, have to be found so that 
Emelda's imminent return can be prevented. That 
basically then is your task! When you purchase your 
copy of this game, and purchase li you will, you'll be 
presented with an instruction booklet, a book of magic 



spells la pretty blue on blue ombination preventing 

those horrible pirates from photocopying the means of 

prateriionil and no less thin three double sided disks . 

on which can be found the siaggering 700K worth of 

code and graphics The spell book will help you to 

decide which ot the spells you need to cnncoci in 

order to defeat certain ghosties and overcome certain 

problems For all of these you must collect ingredients 

and then [>risi.ni them in the kitchen fuf mixing. 

Fkippin), di k w m the drive and loading it up results 

m you bpini, 1 inlronted by the intio A stirring, sombre 

piciL jr music plays and grabs vour itlentiiin 

immediately whilst you are given a taste of the superb 

graphical animation sequences that are to come. From 

within the game, pictures of which you will find dotted 

around this review.-everythlng Is controlled by a 

joystick. ON WFTH THE SHOWOn the left of the 

main screen are three options: ROOM, INV and 

WEAPONS, fly pointing the arrow and clicking on 

these, you will bring up a display of either what 

objects are in the room, in your possession, or in your 

armament. These appear in the box under the main 

window which also serves as a dialogue box. Again to 

the left are direction arniws. No matter where you are, 

the directions that you can take are highlighted in 

green on the left. If you are near a staimase. the up and 

down icons may light up and you simply point and 

click, and you are away. By going up and down some 

staircases you will be greeted by an animation 

sequence, showing the view that you would have were 

you really to be climbing a spiral staircase - the 

rotational effect simply has to be seen to be 

appreciated. On the right of the display you have a 

multitude of other options such as UNLOCK, 

EXAMINE, LOOK IN, USE and so forth. These are all 

self-explanatory and when one or more are highlighted in 

green, you can click on them lo use a certain object, or 

to examine il and so on. Between all this and the 

dialogue box is the status bar, telling you how much life 

you've got left in you, and also, for example, how 

resilient you are. The main window is where the scenes 

are depicted. Every single -location throughout the 

adventure has its own highly detailed graphical 

representation- Tliese were created by four artists who 

have left nothing out. It Is hard for me to describe in 

words jusl how excellent these graphics have turned out. 



ADVENTURING- 



^wful background soundtrack as there is in 
other games- WHO NEEDS AN AMIGA? The 
artists and the sole programmer, Bruce Le Feaux. alike 
have put in over eighteen rrwnlhs of work and the result 
is almost a carbon copy of the Amiga version. None of 
the n ag c has been lost and the playability is still there 

nail ts glory The animation frames are as equally well 
d awn as [he locations and the programmer has made 
them su(f c enlly fast and totally flicker free. So far I 
have heen hacked to death by a mad cook and., emi.. 
devou ed by a werewolf. Both portrayals went to jusi 

ht ght eve o don't worry about Ihe realism getting 
to be o much if you are killed! The elrminalion of 
kcyhoard commands makes the game nin smoothly and 




you alt the information 

thai you need. On your travels you will meet plenty of 
"ihings" that have staked out ihejr territory and are 
prepared to fight for what is theirs. The combat scenes 
are very well animated, producing as usual your eye- 
view of the siloation. The more strength and resilience 
you have, the easier it will be to fend off Ihe attackers 
But like them, you can only sustain a certain level of 
injury - then ifs cheerio. I've mentioned that the game 
is on Ihree disks, and you do have to swap them during 
ptay. You are prompted as ro which to insert next and 
when you have become engrossed in the gameplay, diese 
disk changes seem to merge in with Ihe action very well 
There is, after all, no way thai these could be eliminated - 
the group could have compromised on the graphics, but 
then what is the point of ruining an otherwise superb 
game for the sake of a couple of seconds here and there. 
Disk access has been speeded up considerably by a 
special disk turbo written specially for "Elvira" and all the 
differenl zones have been conceniraled on specific disks 
so ihal you can, for instance, traipse about Ihe 
balllements for hours wilhout having to do one single 
disk swap. Sound effects ate produced as and when 
required - there is no wish lo turn the volume down to 



that you can start again 

■here you left off if the tension becomes too much for 
you. If you prefer jusl a short coffee break then the pause 
mode will sulflce. If you think that you could never 
become addicted to a role-playing game then Ihink 
again, because this will prove the exception to any mie 
The first session I had at this game lasted throughout an 
afternoon and an evening - both the ease-of-use and 
speed at which you pick up how to do things are a real 
boon and you could find yourself engulfed in trying lo 
solve (he puzzles within this great game for hours. 
Revrewers usually have the odd quibble about a game or 
utility - perhaps that little feature that could have been 
rmplemenled but wasn'I. I really don't have anything to 
say against this game - even small things like separating 
out the SAVE and LOAD options so that you don't 
accidentally click on the wrong one have been seen lo. 
My congratulations go to all the people involved in 
creating this masterpiece which really does have to he 
seen in action to be believed. The game retails ior 
£34.99, the distributors being Flair Software Ltd., The 
Smithy Side, Ponteland, Newcastle Upon Tyne, NEZO 
9BD. 
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F E AT U R E- 



PROGRAM 



We look at DIY PROGRAMMING and in particular a DATABASE Steven Burgess 



Lasl month, I started to discuss Ilie possibilities of 
designing our own Dslabase program. On face value, 
this would seem like an impossible task to most people. 
However, with a little thought and careful planning, you 

will discover that the task is not thai impossible at all. If V" include all of the grass roots options then you wi 
(Please re-read last months article to recap on what has li^ve a pretty plain, but functional, database. But here w 
already been said), . are not interested in plain databases. In this magazine w 

are only interested in SUPERBASES!!! 



MAKING A DATABASE A 
SUPERBASE 

if the grai 



ON WITH THE SHOW 

If that all sounded rather heavy and difficult lo program - 
which it is - then I wouldn't bother with it. Very few of 
the database titles floating around actually use il, as it is 
hard to devise an equation lo fit all situations. Anyway, 
for your own use you will probably not need II and 
ordinary storage is much more versatile, if quite a bit 



To make a database into a supeibase you must firstly 
make it more user-friendly. Think of a few of the 
databases you have seen around. What's the single most 
unattractive thing about them? The answer is the record 
display screen. Don't you agree? A common output is 



e had a 






NAME : STEVEN BURGESS 
AGE: 19 
SEX : MALE 



MENUing 

a good idea lo include options which relali 



n the 



all clumped up together and if you've only got three 
fields then It is going to look a bit insignificant on screen, 
stuck in the top left hand corner. 

So what we want in our database is a RECORD CARD 
DESIGN option. Where the user ran choose whoi« each 
field should be put on screen. For example: 



V all n 



regarding the manipulation or viewing of the database 
shoultf be stored in the same menu. This may be called 
the DATABASE menu or the DATA MANIPULATION 
menu or whatever. All matters regarding LOADING and 
SAVING should be stored on the same menu, together 
with a directory command and. maybe, a scratch 
command. And so on. So you end up with a LOAD/SAVE 
menu, a DATABASE menu and a PRINTER menu and any 
other less necessary ones such as PREFERENCES and 
DISK UTILITIES and what have you. 









e desirable to use numbers as 
the keys lo be pressed than letters. The numbers are 
situated altogether in a line across the 'op of the 
keyboard; they are very easy to find. The letters, 
however, are rather hrggedly piggedly and to someone 
who is used to the ABCDE... type formal of children's 
typewriters, it could be very confusing indeed. 



NAME : STEVEN BURGESS 
ACE: 19 
SEX : MALE 



simply by putling a space between each field and lining 
up the colons, the display looks altogether better. 
So once the positions had been set they could be used 
for all output of records and even for input of records. It 
could be used as the template for searches as well. 



-FEATURE 



PLANNING 



VARIABLE TYPES 

In dii ideal daWb.ise, tha Uber should be able to assign 
specific variable types to specific fields. So ACE would 
be an integer, NAME a string and so on. The length of 
string'^ should also be setable (Is that a word, EdO - Ihls is 
essential when using relative files as it is necessary lo 
know the record length as a whole. 



numeric variables as Ihey occupy less memory than a 
siring containing the same number, however this may 
cause problems with array databases. In this instance it 
might be a good idea to store the niimher in a siring and 
to take it out when sorting is in process so that the correct 
order is achieved. Sorts with strings cottlaining numbers 



Another 



)uld be to have ranges which 



o for e, 



leld a 






ir which would be reported if the range was violated. 
For example if an age of -5 was entered then an error 
could be IMPOSSIBLE AGE - TRV AGAIN, Whereas an 
error for an invalid dale of birth could be given as 
INVALID DATE OF BIRTH -TRY AGAIN. 
This user friendliness gives the user more of an idea as to 
what is going on and he knows then that he has made an 
error which many databases would not have reported. 
Talking about the input of the data there is one thing that 
needs to be designed straight away: a more friendly inpul 
command. The built in version is okay for very simple 
programs which only you are to use. but it just isn't or 
for programs to be published which other people an 
expected to use. How can they know what they an 
allowed to typef The answer is to design your own inpu 
command which should have a limited number o 
allowable characters. The allowable characters couli 
change for each field - CI 28 owners are lucky in thi 
regard as they simply need to store the character 



Searches should be as versatile as possible so thai records 
which the user may have Ihliughl would turn up, turn up. 
Vciu should incorporate wildcards {I and ') so that 
unknown characters or fields will not hinder searching. 
The wildcard format which I use is as follows: 

> is used for single characters and will match with any 
character. E.G: STUV. will match with STEVEN, STRIKE 
and STRENT, but not with STRIKER and SEQUIN. 

' is used for all characters from the asterix and matches 
for all of them. E.G: S' matches with anything beginning 
with S, * matches with anything. SPA' will match for 
anything which has the first three words SPA (SPADE, 
SPARSE etcl 

If the user enters nothing for a particular record then it 
should be regarded as a *. If he enters something without 
any wildcards then it is an absolute entry - it will only 
match with things which it is Identical to. The user 
should be able to enter something in all fields - but 
should not be forced to do so. 



niited 



iable 



ind ther 



INSTR{va$,v1i) command tosee if vl$ is inside vaS. Si 
you could have several permitted sets - one for number 
only, one for letters only, one for letters and numbers 
line for pound/dollar signs and numbers etc. Then thi 
user could choose which one should be used by eaci 
field- 



SOFTTS 

With sorts it is handy for the user to be able to dii 
which way the son should go - in ascendin;^ 
descending order. Also it should be as quick as possible 
everybody loves a quick sort. The user should al 
able to say which field the sort should run by. 




ON THE DISK- 








Mad, Mad, Mad, Mad, Mad World (as the film said), and this game proves it - STEVEN BUHGESS 
Thh week we had a letter from a Dt Madman from lyme 
Regis. Dr Madman says, "I am Dr Madman and I am 
completely idiotic. I have written a program which I 
would like you to publish and if you don'T I shall blow up 
your office. The programme is designed to make who-so- 
ever plays it madder than even me. Thus. I intend lo 
make the entire world completely bonkers " 

Well, how rould we s^y to him nayf 
Al the point of a gun. Dr Madman forced me to play the 
game TOO limes thus tendering me menially mad, so thai 
I couWwrilefor him the instructions to the game. 

THE GAME 

Once loading has completed, either by using the 
C.D.U menu or by typing L0AD"SCHI20", then you are 
presented with the title screen. 

If you really want to play the game, and I really wouldn't 
advise il if you wish to remain sane, then press the fire 
button on a (oystick in pott one or press space. 
You will then be presented with the game scieen. In the 
centre of the game screen is a sprite which, in his infinite 
madness. Dr Madman made in his own form. II is this 
that you control. 

The idea of tde game, apart from making the earth into 
a planet of mad people, is to keep the Dr Madman on the 
screen. Easy. I heat you cry. And so it is, at first. 
You see the fienrfish and irreversibly mad Dt Madman 
has incorporated into his fiendish and irreversibly mad 
program a number of fiendish and irreversibly mad 
features which make the program so much harder to 
play. Firstly, on some levels, there is a very strong gravity 
field which pulls you to the bottom of the screen. On 
some there are magnets which pull you to [he left, or the 
right, or up, or any combination of the three. Then there 
is a level where all of these, left, tight up and gravity are 
all used at diffetent times so you nevet know which way 
you are being pulled. There is also a fiendish skull which 
appears quite maddeningly on some levels, then 
disappears and reappears in a maddeningly different and 
unpredictable place. 

But Dr Madman has a rather more pleasanl side to his 
madness which youf first, second and seventy-etghlh 
glance will not make you aware of. for your trouble, if 
you play the game, you are awarded points. The faster 
you move around on a screen, the more points you get. 
On some levels a BONUS block appears which, if you 
(ouch it, gives you 1000 points. These BONUS blocks are 
situated in rather precarious locations on the screen. 

The points that you achieve from each screen all add 
up and when you finish the game, if you have achieved a 
score high enough, you will be entered into the high 



first level smh, II \i ill ■ ,:n iin.i.- ,i in] .'-....n'. 
That is all I hdw to 5ay jboLii the program. Now 
finished, I am going into a dark room lo stand 
head and read a famous five adventure from hack 

If you have nol been put _ 

off by this article, then I 

would say that you are 

quite mad already and 

the game is unlikely [o 

have any effect on you. 

Goodbye. 

One last thing, (I'm sorry _ 

to be adding all of these 

annoying post-scripts, but I 

am mad, so what do you expect?). One last thing. The 

game was written and developed with LASER BASIC and 

LASER COMPILER from the OCEAN IQ range of utilities. 

Right, I've got my Enid BIyton and my head cushroii. 

Switch off thai light and shut Ihal door! Cheerio.) 
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THE 1541 

TO COMPLIMENT THE SERIES ON BASIC 
PROGRAMMING WE ARE REPRINTING THE 
ARTICLE ON USING THE 1541 DISK DRIVE. 
WE APOLOGISE IF YOU ALREADY HAVE 
THIS ARTICLE BUT WE HAVE HAD 
LITERALLY HUNDREDS OE LETTERS 
REQUESTING THAT WE REPUBLISH THIS 
PARTICULAR ARTICLE!!! 
Now that you have purchased yout 1541/1570 disk and the DIRECTORY irack. The BAM shows us what 
drive, what can you do with it? Well the simple answer tracks and sectors contain information and which do 
is. nothing, until you understand how and why it not, and the Directory [rack tells us about each file that 
works. By the end of this article, you should have is stored on the disk, (See 1541 layout). Before we go 
grasped some knowledge into the inner workings of into more detail, below Is the layout of the tracks, and 
this 'Rectangular Box'. Hopefully, your usage of the the sectors of the 1541, together with the sort of 
drive will benefit from what you are about to read information that ihey contain. 

Newcomers to the world of the 1541 will probably 
only use the drive for storing programs, perhaps they 
are not aware that yoti can use the drive for a lot more. 
The more experienced users will by now be saying to 
themselves: 'Here we go again, heard it all before'. 
Before you go rushing off to make a cup of Coffee 
though, read on,.,.lt's never too late to learn new 

This article is MAINLY for the 1541/1570 users, 
although much of the info is also pertinent to the 
1571. Where possible, I will give examples for both 

communicate with the 1541 you use BASIC 2.0 
commands, but for the 1571 you can also use BASIC 
7.0 commands.) How do you go about learning about 
something like the 1541, the first thing you should 
know is how the information is stored on the diskettes 
that you spend your well earned money on. To be able 
to understand that, you need to know how a diskette is 
made up. 

Information is stored on the diskette on TRACKS. On a 

standard 1541 disk there are 35 of these tracks. Each 

track is made up of a number of SECTORS. The sectors 

are the areas that contain the bytes of data. Each sector 

holds 256 bytes. The tracks are numbered from the 

outside to the centre. Therefore, as you get nearer the 

centre of the diskette, the less number of sectors each 

track holds. (See 1541 layout). Of these 35 tracks, BYTE DEFINITION 

there's one very imporlant one, this is track IB. Track 

18 is known as the BAM[Block allocation map) and 



PROGRAM FILE FORMAT 

GYTE DEFINITION 

FIRST SECTOR 

0,1 Track and sector of next block in program file 1 
2,3 Load address of program 

4-255 Next 252 bytes of prg info stored as in comp 
mem. (keywords tokenized) 

REMAINING FULL SECTORS 

0.1 Track and sector of next block in program filel 
2-255 Next 254 bytes of prg info stored as in comp 
mem. (keywords tokenjzed) 



FINAL SECTOR 

0,1 ,. ■ Null ($00), followed by ni 
>ytgs in sector 

2-iU Last bytes of prg info s 
mem.(keyword5 tokeni^ed). 



Tiber of valid data 



The end of a 8ASIC file is marked by three zero bytes 
in a raw. Any remaining bytes in the sector are garbage 
and may be ignored. 

SEQUENTIAL FILE FORMAT 



L BUT FINAL SECTOR 
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0,1 Track and sector of next sequential data block 

3-255 254 bytes of data 

FINAL SECTOR 

0,1 Null ($00), followed by number of VRlid data 

bytes in sector 

2-??? Last bytes of data. Any remaining bytes are 

garbage & can be ignored 

RELATIVE FILE FORMAT 

BYTE DEFINITION 

DATA BLOCK 

0,1 Track and sector of next data block 
2-255 254 bytes of data. Empty records contain SFF (all 
binary ones) in the first byte followed by $00 (all binary 
zero's) to the end of the recond. Partially filled records 
are padded with nulls ($00) 

SIDE SECTOR BLOCK 

0-1 Track and sector of next side sector block 

2 Side sector number 10-S) 

3 Record length 

4-5 Track and sector of first side sector (number 0) 

6-7 Track and sector of third side sector (number 2) 

10-1 1 Track and sector of fourth side sector (number 3) 

12-13 Track and sector of fifth side sector (number 4) 

-1 5 Track and sector of sixth side sector (number 5) 



16-255 Track and 51 



>r pointers to 1 20 data blocks 



DIR FILE FORMAT TRACK 18 





SECTORS 1-19 


BVTE 


DEFINITION 


0,1 


Track and sector of next directory hi 


2-31 


File entry 1 




File entry 2 


6&-95 


File entry 3 




File entry 4 


nO-159 


File entry 5 


162-191 


File entry 6 


194-223 


File entry 7 


226-255 


File entry 8 



STRUCTURE OF EACH 
INOrVtDUAL DIRECTORY ENTRY 

BYTE CONTENTS DEFINITION 

128+type File type OR'ed with S80 (n indicate 

propeHy closed file, (if OR'ed with $C0 instead, file is 
locked) 



TYPES: = DELeted 

1 = sequential 

2 = PROCram 

3 = USER 

4 = RELaliue 

1 -2 Track and sector of first data block 

3-18 File name padded with shifted spaces 

1 9-20 Rei file only. Track/ sector of first side sector 

21 Rel file only Record length 

22-25 UNUSED 

26-27 Track and sector of replacement file during an 

@SAVEor@OPEN 
28-29 Number of blocks in file, stored as a two-byle 

integer in normal lo-byte hi-byte format 

The above information tells you how each [rack and 
sector is made up, and what Information is contained 
therein. Later in the article, I will explain just HOW the 
information is written to the disk. Before we get too 
technical though, I want to show you some of the 
commands available to you and how we use Ihem. The 



table bel 



i you t 



mands 



ai/ailable, (Using BASIC], both for the 1541/1570 and 
for the later version 1571. After the table I will 
demonstrate exactly how to use each one in turn. Using 
BASIC 2.0 the general format is:- 
OPEN15,8,]5:PRINT#15,"corrmand":CLOSE15 or 
OPEN] 5, 0,15, "command 
letlerO:information":CLOSE1S. (NOTE:- The firs! 15 in 
the OPEN/CLOSE command is not mandatory- This is 
just the file number we allocate to the command. 
(Normally though 1 5 is most widely used). 

HOUSEKEEPING COMMANDS 

BASIC 2.0 



NEW 


"NO:dlsk naiTie.di5k id" 


COPY 


"CO:new file=old file" 


RENAME 


"ROmew nar¥i=old name" 


SCRATCH 


"SO:file name" 


VALIDATE 


"VO" 


INITIALISE 


"10" 


BASIC 7.0 




NEW 


HEADER"disl( name",id,dv 


COPY 


COPY''(.ld file"TO"new nie 


RENAME 


RENAME"old name"TO"ne 


SCRATCH 


SCRATCH"file name" 


VALIDATE 


COLLECT 


INITIALISE 


"10" 



FILE COMMANDS 
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LOAD LOAD"filename",B or LOAD"fiIen 
SAVE SAVE"filename",8 
VERIFY VERIFy"filerame",e 



OPEN 


OPENfn,8,channel,' 
type,dircctiDn" 


■■0:filename,file 


CLOSE 


ClOSEfn 




PRINT# 


PRINT#fn,data list 




GET* 


GET#fn,variable list 




INPUT* 


INPUTfi.,variable list 






BLOM^ 


«LOAl>''rilenamp''B3 


S.SIarl address 




pSAVE"filen»me"B3iB 


■.Slatl address TO 


^H 


p^dre.. 1 




^H 




T'-fiknam." | 




m^ 


DOP 


EN#fii, nlcn^ni^B 


record length |,|W1 


iWoSE 


DCLI 


3S£#ft? .J 




RECORD 


fiEC< 


IMMHh.reaiiaW 


inber|,offsetl 



PRINT* 

GET* 

INPUT* INPlI 



BLOCK-, 

BLOCK-EXECI 

BLOCK-FREE 

BUFFER-POir 

BLOCK-READ 

BLOCK-WRITE 



CESS COMMANDS 






lanneljbyte 
hannel;0;lr3ck;5ector 
:hannel;0;track;sector 
MEMORY-EXECUTE "M-E"CHRS( 
<addre5s)CHR$(>3dc)ress] 
MEMORY^READ "M-R"CHRS(<address) 

CHRH>address)CHRSlnumbEr of bytes) 
MEMORY-W/RITE -M-W''CHR$l<address)CHR$ 

(>address)CHRS(number of bytes) 

CHRSldata byte)CHRS(dala byte) etc 

USER "Uchar" 

UTILITY LOADER "&0;file name" 
BURST I1S71 only! "U char"-fcharaclerls) 



1 of 15 chaf 



NEW - Formatting a diskette 

The command NEW formats a diskette, that is to say, 
it prepares a new diskette far receiving data. As in all 
commands, the command word NEW can be reduced 

i single letter. EC N=NEW. R=RENAME. For clarity. I 




RENAME - 

This command allows the user to change the nan 
of a file on disk. It works on all file types. 

OPEN15.a,15.''R:newname=oldname" 

SCRATCH . Scratch a file 

This command allows you ro gel rid of at 
redundant files. It has the added advantage that y( 
may scratch more than one file at a lime. 

OPEN! 5,8,1 S,"S;prog 1" - this would gel rid 
progl only 

OPEN15,e,15,"S:prog 1 ,prog 2, prog 3' - this wou 
scratch all 3 files. 



reserved as the COMMAND channel. Data 
is as follows:- Opening the 



lal have been scratched by r 
VALIDATE - Validate diskette 



however 

transfer over thi 

channel (OPEN) 

Data transfer (PRINT) 
Close the channel (CLOSE) 



When you initially open the channel, you specify a This command i 

logical file number, this number must be in the range of your diskette, Whi 
1 to 127, the device number of the drive, (this is 
normally 8 for single unitsl. and a secondary address. 
(IS for the command channel. The logical file number 
is used in any subsequent commands, any number of 



n how you can RECOVER fi 



>< Validati 



f'ou to 'Clean up' t 
you Scratch a program, the 
program itself is still on the disk. All that happens is that 
the entry for that program is removed from the directory 
Validating your diskette makes the space of scratche'd 
files re-usable. 
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S0047 71 Constant 7, mark for begining 

OPEN1 5,0, 1 5,"V" of (jata block header 

S0049 73 Stack pointer 

IKITIALISE - S004A 74 Step counter for heatJ transport 

Initialising the diskelThe DOS, or Disk operating $0051 81 Actual Track no, for formatting 

system, requires a BAM. (Block allocation map), to be $0069 105 Step size for sector division 

present on each disk. If you should change disks in the (10) 

drive when using it, the DOS will not know that you $006A 106 Nc. of read attempts 15) 



s diffet 

initialise the drivi 
6AM, 

OPEN15,8,15, 




Pointer to address for ^ 



1541 MEMORY MAP 

DRIVE ADDRESSES 

HEX DEC DESCRIPTION 

$0000 Command code for buffer 

SOOOI 1 Command code for buffer 1 

$0002 2 Command code for buffer 2 

$0003 1 Command code for buffer 3 

$01)1)4 4 Command code for buffer 4 

10006-0007 6-7 Track and sector for buffer 

S0008-0009 S-9 Track and sector for buffer 1 

SOOOA-OOOB 10-11 Track and sector for buffer 2 

SOOOC-OOOD 12-13 Track and sector for buffer 3 

SOOOE-OOOF 14-15 Track and sector for buffer 4 

$0012-0013 18-19 IDfordriveO 

S0014-0015 20-21 IDfordrivel 

$0016-0017 22-23 [D 

$0020-0021 32-33 Flag for head transport 

$0030-0031 4B-49 Buffer pter for disk conlroller 

10039 57 Constant 8, mark for begining 

of data block header 

S003A 58 Parity for data buffer 

S003D 61 Drive no. for disk controller 

$01)3F 63 Buffer no. for disk controller 

$0043 67 No. of sectors per track for 

formatting 



$0079 


■ 


^ 


^^^^^H 




$007A 


■ 


■R 


^^^^^^H 




$007C 


P 


^na! 


^^^^1 


aibu 


$007D 


125 


Flaj 


^^^^H 


bu 


S007F 


127 


Dri> 






$0080 


128 


Trad 


^^^^^^H 




$0081 


129 


Sect 






$0082 


130 


Cha 


^^^^^^H 




$0063 


131 


Sec( 






$0004 


!32 


Seci 


^^^^^^H 




$0085 


133 


Dal 


^^^^^^H 




$008B-008D 


139- 


41 Wo 






$0094-0095 


140-149 Ach 


^^^^^^H 




S0099-009A 


153-154 Ad( 




300 


J009B-009C 


155- 


56 Ad( 


^^^ffl^^^ 


400 


iOO9D-0O9E 


157- 


58 Address of buffer 2 $0500 


S009F-00A0 


159- 


60 Address of buffer 3 $0600 


$00A1-00A2 


161- 


62 Address of buffer 4 S0700 


$00A3-00A4 


163- 


64 Pter to input buffer $0200 


$0OAS-00A6 


165-1 66 Pointer to buffer error 






message 1 02 OS 


$OOB5-00BA 


181- 


86 Record number LO, block 
number LO 


SOOBB-OOCO 


187-192 Record number HI. block 






number HI 


S00C1-00C6 


193-198 Write pointer for REL file 


$0DC7-00CC 


199-204 Record length for REL file 


$00D4 




Pointer in record for REL fil 


$00D5 


213 


Side sector number 


$00D6 


214 


Pointer to data block in sid 


$00D7 


215 


Pointer to record in REL file 


S00E7 


231 


File type 


S00F9 


249 


Buffer number 


SOI 00-01 45 


256-325 Stack 


S020Q-0228 


512-552 Buffer for command strinR 


S024A 


586 


File type 


$0250 


600 


Recorrj length 


$0259 


601 


Track side-sector 


$025A 


602 


Sector side-sector 


$0274 


628 


Length of input line 


$0278 


632 


Number of filenames 


S0297 


663 


File control method 
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$0380-0384 640-(i44 TraLk of a file 

$0285-0289 645-649 Sector of a file 
$02D5-02F9 725-761 Buffer for error messages 
$02FA-02FC 762-764 Number of free blocks 

S0300-03FF 768-1 023Buffer 

$0400-04FF 1024-1279 Buffer! 

S0500-05FF 1280-1535 Buffer 2 

S0600-06FF 1536-1791 Buffer 3 

I0700-07FF 1793-2047 Buffer 4 

Rfght now. let's go on to the 'Direct Access 
Commands'. These commands will all be in BASIC, 
(Machine Coder's be patient). 

Looking at the memory map, you can see thai 
(here are 5 buffers. However, only 4 are free for your 
use. (Buffer 4 is normally used for the BAMl. Also 
please note thai when using Seq and Rel files at the 
same lime, buffet 3 is also not available because ifie 
Directory uses it. When you wish to use a buffer, you 
first have to OPEN a cfiannel and specify which buffer 
you wish to use. For example OPEN 1,8,2,''#2" would 
open the cfiannel to Buffer number 2. However it is 
good practice to not specify the actual buffer number 
but let the DOS select it for you. You achieve this by 
OPENing !<,x,x,"#". If your selected buffer contains 
Alphanumeric Data, and is not over 8B chars in length. 
You can use the INPUT# command. (Providing the data 
is separated by a carriage return). Otherwise you have 
to use the GET# command. Remember though, thai 
when using GETS it does not allow for null values, 
therefore we have to check for il via 
IFA$=""THENAS=CHR$(0), 

Before we go any further there are 4 things you must 

1. The PRINT# statement sent to the command 
channel 1 5, a direct, access command la the DOS 

2. A PRINT# statement to channels 2 through to 14 
sends data to a buffer. 

3. An INPUT* or GET# statement to channel 15 
returns any error messages. 

4. An INPUT# or GET# statement to channels 2 
through 1 4 reads data from a 

buffer. 

The Block-read command tells the !S41 to read a 
sector from the disk into your openend buffer. (Strictly 
speaking this is known as a DIRECT ACCESS FILE). 
Because the first byte of the block does not gel read 
with the Block-read command this command can be 
shortened to U1 or B-R. The Block-write command 
allows us to copy the buffer contents onto the desired 
sector on the disk. Block-read can be shortened to B-W 
or U2. Therefore, the obvious advantage to [his 
command is to READ data into a buffer, alter It, then re- 
write it back to the disk. The Block-Allocate, or B-A 



ind allows the user to reserve blocks on a disk 
The main purpose of this command is to prevent data 
from being overwritten. The Block-tree or B-F command 
is the opposite to the B-A command. It tells the the 
BAM which blocks to make available. The Buffer- 
pointer command, shortened to B-P is to tell the DOS 
just where you wish to start reading or writing data 
to/from- 



The 



s quit! 



powerful command. In essence, you read a sector from 
the disk into your previously opened buffer. The 
contents are then executed as a machine code program 
from within Ihe buffet. In practice when using this 
command, you specify the buffer number in the OPEN 
command 

Along with the Direct access commands above, you 
have a few commands that allow you to access the 
DOS. (Disk Operabng System). These are: A.Memory- 
read B. Memory- write and Memory-eicecute, shortened 



oM-R 



1-War 






I will now give a few examples of the Direct Access 
commands in operation. Feel free to experiment, but 
always make sure that you work on disk with no 
important data on it. (Mistakes DO happen), 

NOTE:. When using the D/A commands, (here are 
two methods available. Either may be used depending 
upon your own preferancei- 

Method A is PRINT*! 5,"U1 :''channel nLimber;drive 
Method 6 is FRINT#1 5,''U1 channel number drive" 
If using method B remember to leave a space 
between each item inside the quotation marks. 



BLOCK READ: 

Suppose you wished to follow a program through 
on the disk by track and sector without actually reading 
the data. To do this you need to follow the path of the 
'Link' bytes. That is the 2 bytes at the start of each block 
that tells you the track and sector of the next block. 
) OPEN8,8,15 ;Opens the command channel 

2 OPEN4,8,4,"#" ;Opens the direct access 

file,lnii specific buffer) 
i INPUT'Track and sector'JR.SE 

4 PRINT#B,''UI:"4;0;TR;5E ;Read5 contents of 
desired TracWSector into buffer 

5 GET#4,T$.S$ ;Reads the first two bytes of 
the buffer 

6 TR=ASC(T$+CHR$(O)):SE=ASC(SS-(-CHR$(0)) 
;Converts string variable to integer, 

sallowing for null string 

7 IFTR=0THENCLOSE4:CLOSEB;END ;lf last track 
then finish 

Continued on page 48 
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M A D D I X 



I— 



j^sa 



Whal does the average computer game have? Ves, that's 
right, an aim. An ending in which you complete the 
game ant) think 'Oh goodl I've completed it, now for 
something else more useful, ilke eating or sleeping. Well, 
MADDJX doesn't have an ending. However, before 
It fhe game must be pretty pointless, it is 
le purpose of playing the 



msm 



msm 



^^^n 



worth stating Ihat ther 
game, that is to ge 
otherwise) possible. 



inly (, 



THE BASIC CONCEPT 

The game is very simple, all you have to do is direct tlie 
blocks out of the bottom of the screen, where there is a 
small passage indicated by two white arrows pointing 
towards each other. Here tiiey will be blown up, Vou get 
points for practically everything, from just moving a 
block, (achieved by using the fire button to pick up a 
block), to exploding a bonus block. A bonus block will 
start flashing when it is ready to be moved out of the 
screen, this will happen every three times you get a block 
out. (Indicated by the three lights at the top left of the 
screen). The score also varies depending upon which 
level you are on. 



TIME IS THE ENEMY 



under the clock (top-right). When the time runs out three 
times in a row, without a block being blown up, or if 
more than twenty-five blocks appear on the screen then 
CAME OVER will occur. 



HINT TIME 

A handy hint for all; the chute at the left hand side of the 
screen can be very useful for a speedy descent. To pick a 
level of play, pull the joystick left and right while on the 
high score screen, this will change from DODDLE (the 
easiest level), through to EASY. WORRIED, INSANE, 
SERIOUS, FIERCE. GIFTED and then MADDIX (the most 
difficult level). 

For those thai are Interesled. this was wrillen in Basic 
and then converted to Machine Code using a compiler, 
obviously lo speed up running time. So. there you go, 
Basic is not as useless as some people may lead you to 
believe. By the way, my highest score is 50,000, beat 
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LOGO EDITOR VI. and 
LETTER MAKER V2.1 



Graphic 



: utilities are becoming more and more widely used. Here's two you can add to 
your library - ROBERT TROUGHTON 



A5 more and more computer users are becomiti 
increasingly interested in programming their machine: 
utilities to aid the process are a necessity. Graphics an 
Visual effects are a must these days, and to help you o 
your way I have designed LOGO EDITOR V1.0 an 
LETTER MAKER V2.1 . 



LOGO EDITOR V1.0 

This extremely useful (!l utility was made for the sole 
inlenlion of being used for displaying LOGO'S to be used 
on DEMOS. GAMES and LETTtR-PACES. The logo-size is 
FIXED at 40 character5 horizontally and 6 characters 
vertically. The character-values are structured within the 
logo as followo:- 

00 06 OC t a 1 B 1 E 24 2\ 02 08 DE E4 EA 

01 07 0D13 19 1F25 2B D3 D9 DF E5 EB 

02 08 OE 14 1 A 20 26 27 D4 DA EO E6 E6 

00 06 OCl 2 1 B 1 E 24 2A 02 08 DE E4 EA 

01 07 OD 13 19 IF 25 2B D3 D9 DF E5 EB 

02 OB OF 1 4 1 A 20 26 27 D4 DA FO E6 E6 

Upon first loading the utility, you are presented with a list 
of key-controls. This HELP-SCREEN can be recalled at 
any time by pressing "F3". To exit the screen simply press 
SPACE-BAR, The edilor-scteen will be neatly empty, apart 
from the status panel in the centre. You can either 
experiment drawing, or try loading the ewmple-loga that 
is on the CDU disk. To load the logo simply; 

Press F1 
Press L - 



DISK MENU 

D Directory 

L Load logo 

S Save logo 

SPACE Return to editor 

The second utility is LETTER MAKER V3.1 and is 
intended for use with LOGO EDITOR VI .0. You can 
incorporate logos designed with the LOGO EDITOR into 
your letters. The controls are sTmple and follow the 
format of LETTER WRITER V1 , published earlier in CDU. 



HOME 
RETURN 
CBMI 
CBM D 



to enter the disk menu 
to select 'load logo'. 
"Example logo 1 " and press RETURN. 
.. ^^ appears. 



SPACE-BAR after m 



CONTROLS IN EDITOR 



Use CURSOR/JOrSTICK tc 



FIRE/' 


Set pixel under cu 


SPACE 


Clear pixel under 


1-3 


Select colour 1-3 


SHIFT 1-3 


Change colour 1- 


RETURN 


Carriage return 


F1 




n 


Help screen 




Clear whole logo 



KEY CONTROLS 

Page forwarri 
Page backward 
Centralise line 
Options menu 
Delete character 
Insert character 
Clear screen 

Carriage return 

Delete line 



OPTIONS MENU 

change number of pages 
View letter 
Edit letter 



Save finished letter 
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THE MAKING OF 
HELPLINE 

lason Finch discloses some of his secrets for cracking CDU Adventures 



e appeare 



The fitst Advenlure Helpline article , 
June 1990 issue of CDU and was designed to help Ihose 
many people that had written to us with questions about 
how to overcome certain obstacles in the different 
adventures that the magazine had published. The first 
six articles covered KRON by TONY ROME and last 
month we finished dealing with THE ASTRODUS 
AFFAIR by MARK TURNER. This month we are having a 
break for somelhing different, because not only do we 
receive letters about problems with adventures, we also 
receive letters asking how I know all the detailed 
information that I offer at monthly intervals. Questions 
like: Are you given the solution by the author?, Do you 
burn the midnight oils for weeks at a time until you 
finish itf, and how do you appear to know even the 
most obscure messages? All of these questions, and 
more, will he revealed in this, what I hope will be an 
entertaining and informative article - The Makine of 
Helpline. ^ 



THE BURNING QUESTrON 



the information into something ihat I, and more 
importantly you readers, can understand have not even 
been touched upon yei. The next adventure we shall be 
covering is THE CRANMORE DIAMOND CAPER by that 
great adventure writer TONY ROME. That particular 
advenlure was quite a challenge to "crack" because of 
the many complicated aspects involved in the 
programmingof it. Throughout the rest of this article, it is 
to that adventure I shall be referring. 



VOCAB COPYING 



■ copied out onto sheets of paper 
5 ()i iiount, verbs, adverbs and objeils. The 
of end resuh then i;^ shown in part t>elow: 



The first things that 
are the lists of noui 
typical 

1 N, NORTH 

2 S, SOUTH 

3 E,EAST 



So how exactly do I find out everything about the 4 W , W E S T 

adventures? The answer is simple: I use the same tool 

that the authors have used - the Graphic Adventure 5 U , U P 

Creator (GAC). Once an adventure is saved off as a 

"mnnable" file from GAC, it can actually be converted 6 D , D O W N 

back into a data file, and Then reloaded back into the 

GAC system. The adventure then appears in its raw 7 G E T , T A K E 

format. The vocabulary is easily accessible, the room 

descriptions are all intact, as are the graphics and those and so on. with the nouns and adverbs being recorded in 

infamous messages. The complicated conversion process a similar fashion 

(which relies on a rather nifty piece of machine code) 

must, I'm afraid, remain a secret - that is one thing that I 

will not reveal. Anyway, the whoie truth is that \ do not OBJECTS AND MESSAGES 

play the adventures in order to find out how to solve 

them, I glean all my information from the author's final 

version in GAC Sorry to disappoint youll However, »iat For the objects, il is the number, the description the start 

IS only the beginning - the tasks involved in converting location and the weight that must be noted. Some of the 
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e shown as examples: 



54, the locksmith, 2. 4 

55, a guard, 14,4 

When all thai has been done, ihe next stage 
out all of Ihe 255 messages that are involvea in int! 
adventure. To save on pencil leads, these are entered on 
a word-processor and then printed out. A booklet of 
some seven or eight pages is produced with entries like: 



meant absolutely nothing to you. By the end of this 
article you will see how that sort of thing Is converted 
into perfectly understandable English sentences! Lefs 
look at the components. The number '2' is simply the 
location number and the 'S9' afterwards is called a 
connection. It means that by going SOUTH you will 
arrive at location number nine. The neirt bit is simply the 
ttescription as it appears on the screen. It is Ihe next lines 
Ihal take lime. 



1 :ln 



2:Stuck 
of papei 



the 



on the floor i 
. On the pape 
053... 



nber 



GAC U' 



5:You like yo 
don't you! 



A QUICK OVERVIEW 



a system of "tlags" to delect whether cedain 
things have been done or nol, such as whether ihe guard 
is awake or whether he has fallen asleep. The language 
involved can be rather complicated but things like 
DROPIO mean 'drop object number ten', and GETIO 
would do the opposite. 10 TO means put abject ten in 
location zero, CTRiO) is the score. The counters (CTR) act 
exactly the same as variables. You can add or subtract 
values lo them and from them. WAIT is just a command 
to tell GAC that it should then wail for Ihe next input. If 
you are unfamiliar with GAC ihen you may find some 
aspects of ibis article conHising, although I shall do my 
best to keep it siraightforward. It jusi isn't possible for me 
lo duplicate the GAC manual here for you. 



THE LOCATIONS 



Now the room descriptions are entered inio the word- 
processor and printed out, two to a sheet of paper. There 
is then a suitably large gap in which all information 
about that room can be written. In case you are 
unfamiliar with GAC, the system requires Ihat a set of 
high-priority conditions are set up, these being scanned 
before each input; also a set of low-priority conditions 
Ihat are read after each input; and finally a set of local 
conditions that correspond to individual locations. The 
GAC system employs a whole new language to constfuct 
these conditions and it is these that are the heart of the 
adventure. I'll show below just one of the locations as it 
would appear on my sheets of paper. 

2:S9 __, 

Inside a locksmhh's shop. The door is lo the south. 

IF (VERB17 AND NOUNIO and CARRIO and SET!201 
MESS82 DROPIO 10 TO CTR(0)*7 CSET SET21 
WAIT END 

d ADVEl) MESS89 WAIT 

-|NCR(54) END 

-IF 1CTB(54)=1) LF MESS63 END 

-IF (NOT(AT2)) CSET 54 END 

Unless you are familiar with GAC. most of that will have 



When all of the localion information has been entered, 
the high- and low-priority conditions ate copied out. 
These Took the same as above and any that correspond to 
certain locations are copied to the relevant location info 
sheet. Hopefully you can appreciate that quite a lol of 
paperwork has been amassed by now. 



The next job is to go through the text that I have written 
out and highlight every reference to a counter or a flag. 
The laborious process of finding oul> exactly what each 
does then begins. In the last example you saw a 
command SET21. In Cranmore this has the effect of 
lelling the computer that the locksmith has been given 
the wax. Similar situations warrant the use of other flags - 
is Ihe torch onf Is the lablM in ihe bottleJ Has the glass 
been cut? And so on. Counters in Cranmore are used lo 
count the number of turns that you have spent in Ricos, 
to calculate how long the torch batteries will last, to keep 
note of the floor number ihal you are on, etc.. Once that 
is done. I have a list of vocabulary, objects, messages, 
what each flag/counter does, all of the conditional 
checks that the adventure makes and- usually also a 
roughly drawn map of what I think the adventure looks 
like. You will have seen one of these last month in the 
Adventure Helpline section, for Cranmore it was also 
necessary to draw up a chart of different times, and to 
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work out exactly what had to be done by cerl 

INTO ENGLISH 

The next stage 15 to convert the conditions into a plain 
English format. Commands from CAC such as IF (VERB 34 
and NOUNS and CARR3) MESS142 EXIT can be 
converted into statements like: 'If "EAT/SWALLOW 
TABLET" typed and player has tablet, then print "You start 
to feel drowsy and fall into a deep sleep....", end game.' 
This process is carried out on EVERY high- and low- 
prioriiy condition that is independent of any specific 
location. I have listed a few examples directly from my 
paperwork below: 



if "SWITCH TORCH OFF" typed and torch is on: 
PrinfYou switch Ihe torch off", flag torch as off, (WAITI 



The above are all low-priority commands that are based 
on what the player has input. The high-priority 
commands, as I have said before, are assess^ before Ihe 
player has entered any command. Such lines become, in 
plain enough English: 



However, there are occasional lines where the "jargon' 
remains. One of the ones in Cranmore that relates " 
displaying the time has ended up as; 



impression of the Ley, and you give the wax to Ihe 
locksmith then he will agree to meet you at Rico's al 
exactly TDpm. 

If you ask him anything else, he will just shrug his 



The asterisked entry corresponds to a high-priority 
command that is directly related to this location. You will 
notice that now we have only three entries and not Ihe 
five we had before. The first line corresponds 10 "IF 
(CTR(54)=I) LF MESS63 END". Counter 54 keeps track of 
bow many turns you have had in the shop. If it is one 
then you have just entered. MESS63 displays message 
number 63 which is the greeting. The Iwo high-priority 
commands ihal are missing are ''INCR(54) END" and "IF 
(NOT(AT2)) 0CSET54 END". They are left out of the 
English translation because in simple terms there is no 
need to translate them. The first would be "add one onto 
tiie number of turns in the shop" and Ihe second would 
be "as soon as you leave the shop tell Ihe computer you 
are not in il". There is no point in putting them in the 
literal translations of the raw code. 



ALL THERE IS TO IT 



JUST THE ROOMS 



When all that is done, only the rooms remain. Near 
start we saw a small example of one location - it \ 
location number iwo. Knowing what the VERBs ; 
NOUNs ate, and what the different flags and coun 
do, we can translate all of that into very pla' 



Location 2: South Id 9. 

Inside the locksmith's shop. The door is to the south. 

'If you have just entered ihe locksmith's shop he will i 

if he can help you. 

If you are carrying the wax in which you have made 
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ain body of the 
adventure. Y<ii> will frnd out what the basic 
methods for recognising and acting upon 
commands are, and you will discover how you can 
get the computer to read quite simply by 
displaying various fixed reports. On this month's 
disk you should find two more picture files for the 
final adventure that we are working towards - 
they are prefixed with the word PIC. As always 
these have been done by my graphical artist 
friend, Doug Sneddon, down there near Salisbury. 
Many thanks to him for them. If you would like to 

MODULES program that I presented a few months 
hack. You will first have lo change the number of 
files accepted by the BASIC program which 
shouldn't cause too many hassles. 

Right then, how many of you have used the Graphic 
Adventure Creator from Incentive Software? The method 
used for designing adventures in that is a pretty standard 
method and is similar lo [he one that I shall be explaining 
here. It reltes on you having your adventure split up into 
locations. You then have a group of things that are done 
before an input is requested from the player, a group of 
things that are done immediately after the input is 
received, and a group of things that are specific to the 
location that you are in, which are also done after the 
player's input has been received. There are different 
methods though and I shall discuss both the above and 
one of the latter below. 



GETTING YOUR PRIORITIES RIGHT 

If there is to be a witch in your adventure Ihat looks at 
you as soon as you enter her cave, you will need a 
comment such as "The witch turns and stares at you with 
an evil glance". This would need to be displayed 
BEFORE the prompt "What now*" or similar appears. 
However, something like "The witch follows you" would 
want to be displayed AFTER the input has been received. 
These two types of situation need to be distinguished and 
you would use a GOSUB command to jump to the 
routines thai do the HIGH priority commands - those that 
are issued before you enter any command, and then one 
to Jump to the LOW priority commands - those checked 
after you enter a command. Whatever method you use 



METHOD ONE 

For the rest of the adventure, there are, as mentioned, 
two methods thai you can use for distinguishing what can 
be done. The first one is as follows. Each location can 
have its own conditions and checks that are contained in 
one subroutine. You can use an ON L COSUB 
Kxx.x^x.Kxx... command to jump to the different ones. 
Each location can have any number of checks and these 
are often based on what has been entered, for example, 
you may want to see whether the player has entered 
"TOUCH CAULDRON" so that you can displav the 
message "The cauldron contains boiling liquid and burns 
you iostandy". It would be pointless doing this check as a 
LOW priority condition because it is only concerned 
with the one location - the one in which the cauldron is 
placed. Other things specific to certain locations can be 
counters. For example, each time you are in the cave, 
you may want to increment a counter, and when it 
reaches a certain value have the witch grab you. Again, 
this counter and its appropriate messages only apply to 
the one location. Each location has a subroutine to check 
the player's INPUT and the response that is required, as 
opposed to method two which.,,. 



METHOD TWO 

Istheoppositeway around. Each VERB in your adventure 
has its own subroutine. After a verb has been recognised, 
you Jump to the subroudne with something like ON V 
COSUB )ixx,xxx.... The "TOUCH CAULDRON' example 
would then be handled as follows. TOUCH would be 
detected as a verb and the computer would Jump to the 
appropriate section of the program. You then check to 
see whether the location is eqiial to that of the cave, and 
if it is you do a further check to see whether you have 
used CAULDRON as the NOUN. If you have, it prints 
the appropriate retort. You see then that with this method. 



etb has 



subro 



e to check the player 



LOCATION and the response that is required. 

THE BRAIN 

whichever method you decide to use, it 
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together into a section of [he program that I am going to 
call the brains of the operation. Forget the parser for a 
moment - thai just works our what you are saying. The 
brain has to work out exactly what you mean, and 
exactly how lo react. The structure of the brain is shown 
below as a tough sort of English 

BASIC section: 



IFdead=1 THEN do death 
GOSUB input 
GOSUB parser 
GOSUB low 



This may seem to be a bit over simplistic and a bit 
morbid with all the comments about death, but they ate 
jusl checks to see whether the adventure is over, either 
by the player having been killed, or by him quitting 
(which will have been detected by the general low 
priority commands in "GOSUB low"). You can see how 
the structure of the brain is put together and in what 
order the routines should be called. I have used above 
method one whereby each location has its own 
subroutine. It is not vital that it is done that way, but it is 
a lot easier. 

Thai really is all there is to programming an adventure in 
theory. What a bold statement I have just made. Of 
course the reality is much more difficult because we 
can't just say "GOSUB input" and have the computer 
know what we mean, we need to program an input 
section, and you will find one In the MODULES program 
that was provided a few issues ago. That is a rather 
decent subroutine that you should find satisfies your 
needs. The next important thing lo discuss are reports of 
what is going on in the adventure. These take the form of 
text that the program displays either BEFORE or AFTER 
the player has entered his input. For example, "You 
examine the chest and find that it is locked" is a reporl, 
as is "The cave is dark with water dripping from various 
areas of the rock roof. To the east the tunnel continues". 
The latter report is just a special one - a location 
description. The easiest way to store these reports in 
BASIC is to have them as string variables. You can READ 
them in with DATA statements if you like but you will 
need some way of connecting them together to form long 
sirings. Next time I'll provide you with some example 
messages and show how they would be displayed and 
used to the best effect. To display a report, you simply 
have to do something like PRINT RPI(3). If RPS(3) was "it 
Is locked." then this can be used each time that you try a 
locked door, cir attempt to open a locked chest. 



IS THAT ENOUGH? 

Ves, I think it is. I have given you plenty to be going on 
with, although it may not seem like it. You can now start 
writing down on paper what conditions are required in 
certain circumstances and what sort of messages need 
displaying, if you are having difficulties in programming 
the commands successfully, then be patient and next 
time I'll give you a chance to see how I have done it. 
Until then, which due to this series being bimonthly, will 
be September, good luck with your designing. I look 
forward to seeing some of your creations when you have 
finished them, 
f you ha 
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ADVERTISE 

CALL 

0908 569 819 
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MEMORY TRANSFER 



A simple Memory Transfer program for novices wishing to learn more aboul 
memory management - LEE BAMBER 

The MEMORY TRANSFER program is a ve7 useful ulility SVS 57812"(filename)",8 1 

to teen programmers and novices, for It does more than POKE193,(HB S A): POKE 194, (LB SA) 

ju^ Ijansfer memory. I( explain? what it is, why it's used POKE174,(HB EAl:POKE175,(lB EA) 

and how. By the (ime you have used this simply utility SYS 62957 

you will have climbed another rung up the ladder of 

memory man agemenl. (Whi 



Pioijri 



purposes, be it busines; 
Ali 



tund r. 



t thei 



irplea 



levant informalion is on Ihe disk but I will gWe you 
quick explanation here to show you the workings of the 
program. The MEMORY TRANSFER has three 
OPTIONS/COMMANDS. (Two of significance, and one 
for quilting the ulilily). The firs! of ihe options is 
MEMORY TRANSFER, ihis transfers selected memory 
locations around the computers memory. It uses 
questions to gather the relevant information needed to 
carry out the operation. The second is a MEMORY 
VIEWER, which enables you lo see what you are 
transferring, and where you have transferred to. 

TO BEOrN 

On the disk, along with Ihe main utility, is a short Basic 
introduclion to the program. Select It from the main CDU 
menu, or alternatively, load it directly by Ihe command 
LOAD"MEMORV TRANSFER", 8 when the READY 
prompt appears type RUN, After the introduction has 
finished, you will be prompted to load in the main 
MEMORY TRANSFER utility. 



SAVEing BLOCKS 



PRINT (start address)/2S6 <RETURN> 

tX <XX=Hlgh byte start address> 

PRINT ((start address). XX*2S6) <RETURN> 

^^ <YV=Low byte start address> 

Now do (he same hut replace (start address) with (end 
address) to give the HIGH and LOW bytes of both the 
start and end addresses needed to operate the save 
pnagram. Use Ihe following fomiula to save the specified 
block of memory. 




Do not transfer memory blocks between locations 2043- 
401 for the MEMORY TRANSFER program resides there, 
I hope you enjoy using this simple utility, and that it gives 
you a better insight into the art of memory managemenL 
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TEMPLME DESIGN - Backgrounds Ihe easy way. 
QUIKWORD - ¥ou very own evpandable word pri 

VOL 3 No.3 JAN '90 

4 IN A ROW - Connect a row of counter. 
FROGS IN SPACE - Leap to safety across tire space 
BLACKJACK - Don't loose yout shirt 
LORD OF DARKNESS - Defeat the evil lord in ir 



MARCO - Fly around and collect jewels and fuel. 
JETRACE 2000 - Have you got whitt it lakes to be best' 
ULTIMATE FONT EDITOR - Create your own scieens. layOUJ 

SELECTIVE COLOUR RESTORER - Design your own sy 

6510* UNASSEMBLFR - Transfomi 6.110+ M/C into 5U 

with labt'ls, 

TRIVIA CHALLENGE - The first ot 3 files for this superb gar 

VOL 3 No.4 FEB '90 

COLOUR PICTURE PRINT - Download your favuufite (,■( 

BASE-ED2 ■ An update to our popular database system. 
1ST MILLION - Play Ihe market in this 5tra[egygame- 
FM-DOS - Enhance your drives qiefatini system, 
GtOS FONTS - A further 4 fonU for Ceos users. 
HASHING IT- ReMvetJIe programming made easy. 
MULTI^PRITE - Make iiilf use of up lo 24 spriles. 
DIRECTORItS EXPLMNEO - Find your way round ihe dire. 
Jungle. 
TRIVIA CHALLENGE - The ^nd pan. 

VOL 3 No.S MAR '90 

nets Guardian jnd Detender. 
1 new Genii lorils. 



PLAGUE -Beumeyui 
SURROUND- Reversi 
GLOS FONTS - The la' 



lUPERHLE . One 

^OL 3 No.1 NOV '89 

«1C EXTENSION ■ Windows and Icons Ihe ejsy way, 
l-RAID - \*ftlcal scrolling shoot'em up, 
TiSKONOMISER - Prudent disk block saving, 

' - Design your own inlormaiion help screens. 
■"' - An aicade style game with a dilferenre. 

M COMPARE - Basic program development has nt 

«TER ROUTINES - A few colourful ttenos, 
SJPRITE EDFTOR 1 - A no nonesenje basic sprite editor. 
WBBtT- Helptfre rabbit collect his carrots. 



n your home' 
he game. 



ISUDE-Cre-atey, 
JuYSriCK TESTER ■ Put ynui rticWsl If 
tiJLOUR .MATCHER - Mastermind for 
SCREfN MANIPULATOR - Full u 

VIDEO RECORD PLANNER ■ Ke 

recordings. 

TRIVIA CHALLENGE - Tlie 3rd and fin 

VOL 3 No.6 APR '90 

RAR PROMPTS - M/C input routine, 

HI-LITE BARS - Inpur mulnie biH in Batic 

I I.XAS DEMO - Evampie of using Basic in rleni,,!. 

CHARi TO SPRITES - Cfimrrt LiLUr^ (a sprili?.. 

FONT FACTORY - Complimt'iiury prcinram to llie .iljuve. 

3D.TEXT MACHINE - Impres.iv.. 3(1 tt-M Mjf=.iis the easy w 

SCREEN ENHANCER - Make.s full use oi the screen eflS) 

achieve, 

SPREADSHEET M ■ An eiarellenl, easy to use spreadsheet. 

MINI-AID - .} short utilities to aid the Bkic Btogtflmn^. 

CIJMOOLLECnON-avwymefulClieptOpaTO. 



BACK ISSUES- 



NOW IS THE TIME 

TO CATCH UP ON ISSUES 

YOU HAVE MISSED 



The following back issues of CDU are still av; 
LTD. Please note that if ordering one of the fo 
the disk, along with photostat copies of instr 
These back issues cost £4.50 each which inck 
Orders out lo:- ALPHAVITE PUBLICATI 



VOL 1 No.1 NOV/DEC '87 

OfRECrOKY DtSIGMfcK - li'ly <jp yuui disks wi.h ihis 

lIlitor/Designer. 

HXT ENHANCER - Irnpfove your texl dhpliiys, 

BjfOBSTER -Have you got what it lakes to be a gangster 

^ INTO 1 PIUS - A superb Character, Sprite and Background 




lilable direct from ALPHAVITE PUBLICATIONS 
Mowing back issues, you will receive a copy of 
uctions for the relevant disk programs ONLY, 
ides Posl/Packing. Please make cheques/Postal 
ONS LTD (Allow 28 days for delivery). 

SANTDLU5 - A demanding imoiilii-scroltjiig itiaic. 

VOL 1 No.S JUUAUG '88 

DISK TOOLKIT - The EtIKors very own comprehensive utility 
RCLOCATOR - t-fowto move your machine cocte. 



thelhrill^irilhi 



15 game. 



L 1 Nd.2 JAN/FEB '88 



aJAD New. life for the hrick/liat game 
I^EUP CanyouwInallhi'dceRamef 

■K CI JB - Our firsi piogram lor the CI 28, 

^L 1 No.3 MAR/APR '88 

SUPER-TACT -T.iUi' s =.|.; Ilk' .-...■IX..- Ill iliK I.MITH-. 
J^AOSINW .' 
&ZftP-5[M-. ■ 



PEGGY 1 28 - An amjsemenL ror 
OK BE BY - Plant-lary pOiilbni. i;o 
MESSAGE CONSTRUCTION 



VOL 1 No.6 SEP/OCT '88 



i4 5creen colours lo your o\ 




COLOUR MATCH ■ Tailor /< 

Claa SPREADSHEET - Accounl^ can be simple. 
ESCAPE . Can yau Unri a ,vay to eicspe the Naz 

STABBURiT - . ■ . ii, i;.iliixv, 

5COREk[:r' ■..rnamesc' 

AHDIT- '. 

lUC^H 1' Mlliil.if'. 

HHACTAi . ■■■ i,i-u1i?!lirolS( 

VOL 2 No.1 NOV/DEC '88 

CDU FORTH - L«ape Irom Basic wilh our rom[ 



6^ - Gen 



3le windows painltAf If. 

:;2B'szeochi|j. 

^ C64 [iisl, ihis progtiini plays s 



VOL 1 No.4 MAY/JUN '88 



TDKENIStl.' ■■ 
lE-CAD-Enu- ■ 
SAStC COMf 



VOL 2 N0.2 JAN/FEB <89 

DISK TURBO - Sfieed up yoi"' rtisl- access. 

aiASTBALL ■ A bal 'n ball eWtavagariza. 

COLOUR BIND- A sliding block problem wllh a diflfrencc. 

aORDER SPRITE . Make use uf those screen edges. 



-BACK ISSUES 



feATA MAKER - The easy way to get machine code into Basic. 
JUFE -The biiiUTP world of celiular aulomaia. 
ftlENU MAKER 128 - Make yoof 1 26 diikseasy W Uie, 
SjlCRODOT - Save the world irtiin radiation sifkness. (Superii 

SPOTS- Can you beal the machine's dice roilsi 

EASY SCROLLER- Scjolling made simple. 

fUNAWAY - Can you escape Irom 3 dreary domeilic 

bxtelence? 

XoCiC - Tilt )iui7le rh,ii will have you learing your hair oul. 

VOL 2 Nd.3 MAR/APR '89 

JARiS - Pub fun - in Ihe mmtori of your own home. 
jDU PAiNT-The ultimale CM grapfiics package, 
tVAID - The Editors very own eitended Basic with 41 
immatids. 
'AIR - Can you survive the ma?e of death? 
_lAKNIFOE- GgI your own back on Ihose cfeepy-crawlie; 
CI28 GRAPHICS PRIMER - Make use of Ihose 00 columns, 
lOMINOES- pit your wllE agalnsl Mai. and loe, 
' "iNTOM -Strike a blow fbj world revcrlulion. 



OL 2 No.4 MAY/JUN '89 

fOASE ED - Gel oigani^d wirli tliii C64 d.ilabase. 

©BASE 128 - 40 or BO columri storage for C12a owners, 

^lOt-TTie ultimate in C64as5embleis, 

SJD SEQUENCER - Make commodore music with caw. 

9.IBERTE - Escape the POW camp in Ihis 1 940'', styli 

adveniure, 

WX KIT - Sings, ?nv/i aniJ Zaps made easy. 

Vol 2 No.5 JUL/AUG '89 

[font factory - Create yout own characters. 

pftES REMO KFT - Add music lo your favourite picture. 

ANIMATOR - Gel those spriies moving 

BORDER MESSAGE SCROLL - Say whal you like along thi 

Bpttom of the screen. 

rtYPIT-128 - Cfeate professional tent layout on your C1 26 

^REEN COPIES UTILITY - Download your favourile strtens 

todudingCDU paint file.- ■ 

VIDI-BASIC - Graphic b,ii^ed extension to Basic. 

&I NEWS DESK - Become a C64 ry|xirter. 

IVOL 2 No.6 SEP/OCT '89 

^ICKMON - An eslensive M/C monitor. 
gCRAPBOOK - Collectors and hobbyists dalt.base, 
■^Ll.RATOH - Enturthe caves if you dare, 
^(NBOW CHASER - Rainbows means iKjinl? in thii unusua 



(tlDDEN GRAPHICS ■■ Utilise thi 
STRESS ■ Save the worid! Yet 
BSK HUNTER - Keep tabs on you> dis 
" : - One more lot Iht record 1 

OL 3 No.1 NOV '89 



e graphic si.rep 
jain. 



^.WIC EXTENSION - Windows and Icons the irasy wav, 
frRAiD - \tenlcal scrolling shoLrt'em up, 
■DISKONOMISER - Prudent disk block sjvins, 
[HtLP - Design your own infomialion help screens, 
'ORSITAl - An arcade style game wit^ a tlifferentt. 
PROGRAM COMPARE - Basic prc^iam developnieni li. 

RASTER ROUTINES - A few colourful demos. 
SPRITE EDtlDR I - A no nonesense basic sprite editor, 
WABB1T - Help the rabbit collect his carrots. 



VOL 3 No.2 DEC '89 

KRON - Can yuii meel llie challenge? 
CDU MENU Kir - I3^■s,i.n your own menus with ea 
PHOflOS - Brt-jk out Of la.l and gam your Ireedtwi. 
LIMBO - Collect llie tells di the hbcks. 
MUSIBASIC - SimniJ ,inil rnuiiL madt? easy. 

TEMPLATE DESIGN - Qatkgdiunds the easy way. 
gUllvWORD - You very own e^p.tnrfsble word pro 



VOL 3 No.3 JAN '90 

a IN A ROW - Connect a raw of counlet. 

FROGS IN SPACE - Leap tosafetv acron the space lanes. 

BLACKIAOC - Don't loose your shirt 

LORD OF DARKNESS - Defeat the evil lord in true adveotufC 

iVIARGO - Fly around and collect jeviffils arid fuel. S 

lETRACE iOOO - Hare you got what it takes to be bMt? 
ULTIMATE FONT EDITOR - Create your own screens, layuuti' 

SELECTIVE COLOUR RESTORER - Design your own sysleiW, 

6510+ UNASSEMBLER. . Transform 6S10+ M/C into Source 

with labels. 

TRIVIA CHALLEi^GE - The first of 3 files for this superb game. 

VOL 3 No.4 FEB '90 

COLOUR PIClUKb PRINT - Download your favourite coioutl 

BASE-ED3 - All update to out (jopulat database system, 

ISTMiLLION - Play the market in this strategy game. 

FM-DOS - Enhance your drives operating system, 

OEOS R3NT5 - A further 1 fonts for Ceos users. 

HASHING IT - Relelfve file programming made oaSy, I 

MULTI-SPRITE -Make full use of Up to 24 sprites. 

DIRECTOafES EKPLAINED - Find your Way naond Ifle directray 

jungle. 

TRIVIA CHALLENGE - The 2nd part. 

VOL 3 No.5 MAR '90 

u ui,.(„iMi-, J..-....nntheCt4 



M.iiiiennind for the younger playets. 

VIDEO RECORD PLANNER - Keep tab on your hon 
TRIVIA CFiALlENCL - The 3td and final part o( the game. 

VOL 3 No.6 APR '90 

BAR PKOMPT? ■ Mr input murine. 



:T 64 - An excellent, easy to use spreadsheet. 
MINI-AID - i short utilities lo aid the Basic programmer. 
Ciaa a3LLECTJQN - 3 very usefiil g za progranB. 



VOL 3 No.7 MAY <90 

NUDGE - FLD explained in laymans le 



, HP4 IHL. Thes 



LTD (Allow 2a day 

VOL3No.10AUG'90 



n be oblained from Selecr 
ark Estate, Berkhamsted, 
:k issues cost £3.75 «ach 

;- SEIECT SUBSCRIPTIONS 



VOL 3 No.8 JUN '90 

AlEATOKY MUSIC - An ■■ 

SPRITE BASIC- Elfidmr ,,,,,;. 

SPRITE CiENSRATOR - A ■ . .„ liiiraiy. 

MUNCHER-Pacmani'ii.: ■ 

ASrRODUS-Bi:apeUie^p,in",niP'Wi.Kiij, inmisjdveiiiuie. 

13S( DIRECT ACCESS - Hnii y<«ii w.xy df.m.id the IliBT ith 

drjvfr. 

PERSONAL ORCANISfR - DesiEn yciur owr orannfcer pages. 

UK CONVERTOR and MATHS AID - 2 more for a 2S UiEfS, 



StQUfc'N . 

SfCURII^ 
SUPERBOrjl! 



VOL 3 No.9 JUL '90 






VOL3No.11 SEP '90 

ewiiv of keeping your mqney ^(faight 
ipleiliskulllily. 



TXE CAME VLAN - An aid ro knowing whal where In your 

aanwi. 

CHARACTER dESICNER . Anoihtr designer fur those wi[h(wt, 
HASHBASE 12B - A pOMreilul daioliase for CI 28 useis. 
REVA5M 64/1 IB - Two utlaSSBinbleri for non Speedy Assembler 

SPEEDY UNASSEMBLER - An unaisemliler spcdjic to Speedy 
Ass«rnbler iiwn, 

BANKS AND MEMORY - An aid W tedinnliia srreer\ and 
graphic mernory, > 

GRAPHICS FACTORV - A Tiovd way oi gelling In grsphit, 

design. 

I'OT POURRI . A selection tif ii«'fiil routines fof all users. 

VOL 3 No.1 2 OCTOBER '91 



BANKING UU- As 

OlSk DRIVER V4 - / 

AUTOeOOT 1 2a 

programs. 

READING HETWFEN THF MfMfS ■ Uuild youi 

parser, 

i,D.O,S. ■ I ■ily, 

PRICE Ca; . , intlallon. 

a.O.S.5 /iL'slandiHi 

SCREEN L" liiiirfsslvesi 

k\\. 

LANDSCAPE ROUTINE - Reginni^rs suit 

biickdro^K. 

SAMPLE KIT 64 - More sampling lot all you mu 

VOL 4 No.1 NOV '90 



n Ijyautt for 
o scroll ins 



WAR AT SEA - C1S8 version of baltleshlps. 

FULL DtSKIACKET. Keep Irstk of yojr disks. 

NEAGOK - Blao evefylhliig Ihji moves. 

NUMDEF - A basic game to lest the reflexes. 

. .,. .r^.. ,. ™ j^i^Ij rt„Qygf, m^inoty the easy », 



BALM,; AMMO In Tlidi |,„fa,l..r b^.,,6 nsme gels ; 

VOL 4 No.4 FEBRUARY <91 



VOL 4 No.2 DEC '90 

ILSICermanProgramI- AC1Z8 language tuloria I . 

SCREEN DESIGN CORRECTION - An Ufidale la this eKCeHeW 

BETTER BACKUPS - Help fm ARC user?, 

MACHINE CODE GEMS - A suite of MC toiUfiies lo Hid you. 

COLOUR TABIE EDITOR - Get those raster bars riyhl. 

MULTirASKINGC128-AniniplenientaHDnforlheCl28, 

VOL 4 No.3 JAN '91 



i FOR THE f\in - O,,;. I. yiur IJU'' RAM ,ind PLAY 
CHEQUE BOOK ORGANISER - Otsaniw your cheque books 



KA43flOPEN5V5Tr." 
32SPRrr£S-Thewoil. 
DlSPLAYASM-Mullil- 

TERMIMUS-AdemoLi,,. 



rm^^^ 



Subscribe 
now... 

WmAnd Save £9 



OR KICK YOURSELF FOR THE REST 
OF THE YEAR . . . 



We've gone mad and are offering you the opportunity of receiving 

Commodore DisI* User's next twelve issues for the staggeringly low price of 

£30* if you live in the U.K. We will even post if to you free as well. 

The current priceofComrnodoredisk user for 12 issues is £39, 

however if you aie smart you can save £9 by subscribing to this offer, so don't delay the offer ends June 28th 1 991 

CDU is the only magazine worth considering in the world of the serious C64 Commodore user. 

Published mDnthly- 
er to every Commoctore computer owner's dream. The disk supplied with the 
«, high quality computer programs -no tnore lengthy typing in of listings. The 
games to business software and high-powered disk utilities -and the disk would 
retail for at least £50.00 if bought independently. 
Of course, thai isn't all. The magazine, besides containing ftjll and comprehensive instructions for usins the disk, i' 
implete computer journal in its own right, with news, reviews, programming, competitions and general interest feat 



COMMODORE DISK USER is the ansi 

magazine i»nta(ns a variety of ready to 

scope of the programs is wide, varying fror 



PRIORITY ORDER FORM 

Please commence my subsctiption to Commodore Disk User with the is5Le. 

I enclose a cheque/postal order for £ made payable to AlPHAVITE PU8LICATI0MS LTD. 



ebil£ from my AccessMsa Card No: 

Valid from to , I 

Slgralure „ Name 

Address _ , „„ „,„ 

-— m- _, Post code ... , 



im: 



PROGRAMMIIMG- 



8 PRINFTrock nL 

"SE;prinl[hemout 
9GOT04 ;Repe,it 



blocks that 



e allocated. This prevents blocks from 



ritten. 






BUFFER POINTER: 



Suppose you wish to read the diskette 
within a program. As you know the nar 



Access files, these are NOT allocated in the BAM, 
therefore there is a danger that ihey could be over- 
written. To prevent this from happening we can use the 
Block-Allocate command If we try to Allocate a block 
that has already been allocated, we will be given the 
error message 65,NO BLOCK, T,S (T and S are the next 
higher numbered free blocks available). 




BLOCK-WRITE: 

Block-write, is used in conjunction with the block- 
read command. It allows one to write the contents of a 
buffer onto the disk at any desired position. The 
command does NOT alter the contents of the 
buffer.lYou do this task yourself]. In the following 
example we will be changing the disk name that we 
read with the previous example. 

1 OPENB,0,l,i 

2 OPEN4,8,4,"#" 

3 PRINT#a,''Ul:"4;0ilB;0 

4 PRINT#a,''B-p:"4;144 
5X$="NEWDISKNAME'' 

6IFLEN(X$)<16THENX$=X$-fCHR$l1&0):GOTO6 
7 PRINT#4,X$; .Change the contents of the buffer 

B PRINT#8,"U2:"fl;0;lB;0 ;Write contents back to 



9 PRlNTS8,"l'':CLOSE4:CLOSE8:END ;Re-ir 

BLOCK-ALLOCATE: 



When using Program, Sequential or Relative file' 
a disk, the BAM is being constantly updated a 



NOTE: Allocating and freeing blocks has an effect 
only on blocks that are used by Prg.seq and rel files by 
the DOS. The B-W and B-R commands do not check 
the BAM before overwriting blocks. Using these 
commands you can write to blocks marked as allocated 
in the BAM, If, for instance, you have a disk that 
contains only Direct access files, it is unnecessary to 
allocate written blocks because no other files will be 
written on the diskette. Therefore in this case you could 
use the directory blocks in track 18 and therefore have 
672 blocks available on the diskette. 



To givi 



DU anexampleof the use of this. One could 
I program onto track 1 0, thus space on the 
diskette is not wasted by the menu. 



BLOCK-EXECUTE: 

Block-execute is used when you wish to read a 
block from the disk into a buffer then execute the 
contents as a machine code program. The syntax for the 
command is: B-E channel drive track sector. When 
using the B-E command, the buffer number is usually 
given in the OPEN command, just in case the M/C prog 
is not relocatable. IE: OPEN4,8,4,''#2''. 



-PROGRAMMIIMG 



1 OPENH,8,l5 

2 OPEN4,B,4,"#Z" 
3PRINT#B,''B-E:"4;0;14;6 

This would read the contenis of track 
The B-E command is used In conjunction wilh the B-R 
and Memory Execute commands thai foil 



and execute a machine code program 
DOS memory. The routine MUST end w 
syntax for the command is as follows:- 

M-E CHR$(LO) CHR$1HI) 




he B-R 


You can 


ot only ex 


cute your ow 


n routines wntten 




wilh the use 


of the M-W 


command, 


hula 


so (he DOS 




ROM routin 
So now 


hal we hav 
















■ 


I 


Direct 




Access and Memory -j 


^^^^H 




■ 


ctly is 


ideal 


possible. Th 




^^^^H 


^1 


■ 


as that 


e, {M- 


readily spring f^^H 






■ 




nands 










■ 




niisof 


A. Voti c 
BAM 

B- You ca 
C. You ca 


n malie cha 
nmakecha 




1 


1 




ge the 




D. You ca 

E. You ca 


n protect files fror 
CLOSE files Ihal 


1 


1 


1 






1 F, You ra 




!■ 


1 C.Youca 


n prevent d 


rector 






■ 


^ed 


Ti 


1 H, Yoit c 


an prevent 


di,„, 


^H 


1 


■ 


oaded 



In the following two examples, 
how lo read how many free blocks ai 
disk. Example 2 shows how io read rhe disk name. 

1 OPEN8,B,15 

2 PRINT#B.''M-R''CHRS(250)CHR$(2) 

3 GET#B,X$:IFXS="''THENX$=CHRS(0) 

4 PRINT#B,-'M-R"CHRS(252)CHRS(2) 

5 CET#8,Y$;IFY$=''"THENY$=CHRS(01 

6 PRINTASQX5l+256-ASaY$) 

7 CLOSER 

1 OPENe,B,15 
2PRINT#a,"M-R''CHRS(144)CHR3(7ICHRS(16l 

3 INPUT#8,X$ 

4 PRINTXS 

5 CLOSES 

Memory write is the complimentary command to 
Memory read. Writing can only be accomplished to 
DOS Ram, page zero, slack and the buffets. It is 
possible to send more than 1 byte wilh this command. 
The command syntax is as follows: 

CHRJ(NUMeER) 



Finally, the Memory e 






not normally recognise 

K. You could place 
directory lrack,lhu5 saving space 

L. You could put a simple form of 'Protection' on 
disk lo prevent 

illegal pirating of a file. 

Really the list is boundless. Only your c 

achieved by the use of these commands. I can 
stress the importance of making sure you do not 
important disks for your experiments. 



5 you a 



3 doubt a 



■, the 1541 



s the 



OCR, (Group Coded Recording), method of si 
data onto the disk. If you want to know more abou't 
this method, I refer you to 'Your Commodore', issue 
)UNE 1986, page 75-77. All I will say on the subject 
is thai by using this method, more information can 
be stored on the disk than you think Is possible. 

I hope that Ihis article as given you a better 
understanding of the 1541, and of how lo use it. 
There are many things that I have left out, but these 
are all covered by the many publications that you 
can buy. There Is not enough space here to explain 
everything in detail. Study the listings of some of 
the programs in this issued, and of previous issues. 

Practice, Experiment but above all else 

Have fun!! ! 






NOW FOR THE+4 



CLASSIFIED COUPON 

.L CLASSIFIED AOVEFTTISEMENTS MUST SE P(t£-PAID. 

1ERE ARE NO REIMBURSEMENTS FC 
CDU CLASSIFIED OEPARTMEHT. A 
PUBUCATIONS, 

3TTERS LANE, KILN FAHM, MILTON KEVNES. MK11 3HF. 



ONLY POOLS AND HORSES 

Every program written by a malhematii^lan ttha has spent many 
yeara in the betting industry, Pragrams that utilise tiie tried and 
tnisted methods of the prolessional, not pie in tfie sky iheoties 
that fail to pass the lest of time. 

FOOTBALL BOXFORffl Written liy a former pools eipsrt for 
Llttlewoods, TTuprDgmmtiasfcrecast Gver5Q% more draws than 
would be eipected by chance. 



se curently having a lean spell. Ai 



POOLS PLANNER by the same author, Full details given of E 

easily entered block perms ranging from 9 to 73960 lines an 

from 12 to 56 selections. All are accepted by the pools firm 

and are checked in seconds by your computer. 



RACING BOXFORM Course characioristics (buiH in lo the program) 
as well as the fomi of Ihe horses are consideieil to speedily prniuca an 
order of meht for aach race, Dasigned tor Nexibiltty blowing users to 
amend tha prograrr if they wish. Price stil indudas the higtily 
acoiaimod HANOI CAP WINNER-raore than 10O0 winners ever^year- 



f)Uer25%of 
a program 



rut almost any bet. So < 
')£15.95e! 
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^179] 




